COONCAN
d.  If a player cannot use the card that he drew, he passes
it across to opponent.
e,  A player may use a card passed to him by opponent
(as in c and d above) by laying down cards from his hand
to complete a combination with that card.
/. No passed card is ever taken into the hand.
g. If a player does not use a card passed to him by oppo-
nent, he puts it aside face down into a discard pile where it
is out of play and may not be looked at again. The player
who puts the card aside turns up the top card of the stock.
h. Play proceeds as in a through g. Each player in turn
thus gets a chance to use either a card that he drew from
the stock or one passed to him by opponent.
L Each time a player uses any c^rd to form a combi-
nation, whether drawn by him from the stock or passed by
opponent, he must make a discard to take its place. This
discard is always made face up and is passed across to oppo-
nent to be used by him as described in e above or rejected
as described in g above.
j. A player may use a card (or cards) of his sets or se-
quences on the table to form a new combination with cards
from his hand. This is called "borrowing." But no card from
a combination of only 3 cards may be borrowed.
Jc. A player may extend, i.e., add a card to a combination.
Such as adding the fourth three to a set of 3-3-3 or a y4 to
a *7-6-5.
/. A player may pass up a card he can use in a combi-
nation of his on the table. But if opponent objects, the card
must be used. This is known as "forcing." Opponent forces
by placing the card on a combination belonging to the other
and saying, "Discard."
m. A player also may force his own discard on opponent
by placing it on one of opponent's combinations and saying,
"Discard." But if he does not do so and simply passes the
card to opponent without a declaration, opponent has a
right to pass it up.
n, A player wins when he gets 11 cards down in combi-
nations. If he has only 10 down, he must continue play.
a. If the deck is exhausted before either player gets 11
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